











DANGER MOUSE 
IN DOUBLE TROUBLE 

kyMmrHm S*jrfM 


London hos been enjoying two weeks relief from 
the evil activities of the power-mad Boron Sfios 
Greenbodt Dongermouse is refoxing in his 
Mcjytair penthouse Wot in a pillar box in Baker 
Street reoding Home Cheesemoker V^ekiy' He 
is /us t beginning to think that Green boot bos 
given up pn his guest for total world dominottan, 
when suddenly the video ph one crocUes Into 
life -it's Cotone/ K head of security 

News has fust come m from Crocodilkjn 
intelligence that Boren Greenback <md Ns gong 
of infemofionof vi/larns have spent the fast 
fortnight in the depths of the fungle They hove 
been budding a 32K RAM 0MG5 RQhA 
electrically erasable Mega fiucre-mouse 
hardware unrt. 


'Fh. VVfrat's fhat^asks Dangermguse m surprise 
'The Jeffers stand for fiobot ArtrfrcioJ Mechanism. 
Dangermouse Operating System. Feg'iJy 'Omb/e 
Mousel' K e*ptams In uther words, tf's an 
android Dongermouse, end if con temporerriy 
impersonate you and infiltrate out inte/tigence to 
heJp Greenbadt's quest for powe/ 


The electncathy con treffed 0MOS faadrng 
sequence has been Initiated and the release is 
due at tec time—un/ess Dongemtoyse con get 
there m time to stop (ft 


GETTING STARTED 


1 Make sure your C-64 f computer is comectJy 
connected to your fenvision ond cassette 
recorder 

2 Switch on yt>yr computet Ond tefev»sion. 

3 insert your Oongermouse cassette into the 
cassette machine ond ensure it is fully rewound 

4 Press the RUN/STOP key while holding down 
the SHIFT key 

5 The message PRESS PLAY ON TAPE will appear 
on the screen, when fhrs happens, press the PLAT 
burton ond the gome wit/ autamaficotfy food. 

4 After severe I mrnuies. the title screen will be 
displayed 

7 Plug the joystick into either /oystrdr port. 


CONTROLS 


When the gome has iooded, choose o skifi JeveJ 
with the joystick from 

Trainee Secret Agent ~~ Joystick up. 
ffosyj 

Secret Agent Fjdroordinoire— Joystick down. 

{hardI 

Then press the hr* button to start. 

Vbu con return to the start screen at any time by 
pressing the ftf$TOflf key 


TO LOAD DISC, TYPE-LOAD PRESS RETURN. 








FLIGHT TO THE JUNGLE 


EPISODE 1 


Dongermouse and Pentold leap into their aerocar 
and take off m the direction of Crocodiho But it |$ 

O to be a hazardous flight, Boron Greenback 
sspatched o variety or Hying robots to 
defend Sis android mouse base They will try to 
catch DM‘s car and stop it from reaching the 
jungle. 

However, each of the robots may be repelled by 
playing fhe correct tone from OM's computer 
controlled (uke-box. 

The display in the top boll' of the screen shows 
DM s aerocar on the left, with fhe robots coming 
from the rfghr Using the joystick you can move 
fhe car up or down to dodge the robots. if the cor 
flies Info one of the robots, ft will stop *t from 
moving to wards fhe jungle 

The bottom right of toe screen shows the vjew 
through fhe car's windscreen. 

At fhe bottom left, you con see the VOU of the 
car's computer This shows distance to fhe jungle 
(in miles} and o picture of toe robot if wrlf repel 
Select fhe robot (on fhe eosy level this js done 
automatically to begin with) which is directly in 
front of you by moving the joystick to the left or 
right. When the repetle * display matches the 
robot in front of you. it will automatically play the 
co freer repeltont tone. 


At first, m this section, the robot repel Jer wifi 
operate fully automatically but after a while, you 
will have to select rhe correct robot type yourself. 
You score points for repelling the robots— the 
faster flying robots score most. 

Vtotch out for Agent 57 who llys past now and 
then disguised os one of Greenback's robots but 
coloured magenta You score a special bonus if 
you make contact with Agent 57 

In order to make contact you must move DM r s 
aerocar in front of Agent 57 at the last possible 
second. 

You can also contact with Agent 57 by steering 
DM's carso toot if is not quite Irned up wirh Agent 
57 but close enough to collide with him. 

The display across the centre of fhe screen shows 
a tog-of-war between Greenback and 
Don germ ouse. The numbers of fhe sides of this 
display ore s kill levels which Boron Greenback 
and DM are going for. Vbu must try to work your 
way up the skill levels by repelling qs many robots 
as you con (Every robot r spelled causes DM to 
pull right and every robot missed causes Baron 
Greenback to pull left} The higher the level you 
ore on fhe foster you will fly and the sooner you 
wiff get to the Jungle 

On reaching the jungle you wilt receive o bonus 
which is dependent on the level that you hove 
reached, tf you reach toe highest level you will 
receive a big bonus! The bonus is 100 pfs per level 
(not including the 'automatic'levels), and at rhe 
highest level is 200 pts per Jewel 





THROUGH THE JUNGLE 


AT THE ANDROID MOUSE BASE 


| EPISODE 2~{ 

Although DM's aerocor is omajr rigly versatile, jt 
can't get trough the jungle So DM and Pehfold 
hove fo get our end walk the lost mtle or so to the 
base, trough rhe dork and dangerous jungle 

Using rhe joystick, guide DM trough rhe Frees 
and undergrowth, Jump fke swamps by using 
crocodiles os stepping stone* Press the fire 
button to jump, Penfold will (os usual) follow DM. 

Green bode has of so Med fhe jungle with a rare 
breed of black, mouse-eafmg Pumas. When one 
of fhese appears, DM must climb to the top of the 
nearest Jree ond do a torzon call. Thrs causes an 
elephant stampede ond high Fens the Pumas 
away. DM will then clrmb bock down the free fa 
continue h is journey, rh rough thejungle. 

Monkeys and snakes live in fhe Frees — they are 
srronger than DM and can push hjm down fhe 
free if he gets jn their way. However, swinging 
monkeys will lift DM onto their branch, 

You score points for successfully Jeoping a 
swamp, reaching rhe swinging monkeys on the 
way up fhe tree, and climbing Jo the top. 

If DM is runrimg out of ffme, he may in on easy 
game, iump over the puma ond wort for rhe puma 
fo carry him off fo episode 3 He will of cou r se not 
get any bonus for episode 2 In the hard game 
fhe puma will chose him away horn the jungle, 
which ends the game. 


EPtSODE 3 

The Androjd Dongermouse is being electrically 
programmed by Stiletto, who operates fhe On- 
Off Electrical Control Key (OO BCKj. There ore 
only a few minutes to go before the mouse is 
released. 

DM and fanfold arrive at the android mouse 
base to find the Ptagnom Control Box completely 
surrounded by hjgh voltage flooring. The only 
way for DM to operate the row of four swrtches, 
which he must press to extinguish the green fights. 
Is to hop onto Fhem ond bolonce on hrs index 
finger. Press rhe fire burton to make him jump, 
move hum with the joystick 

Aenfofd is being chased round the room by Nero, 
and every frme he passes behind DM, DM is 
knocked forward onto the buttons unless DM 
executes a well-timed side jump at the c riUcal 
moment. 

A chain of green Ijghrs moves around 0 4X4 grid 
of tights in a fixed pattern 

When DM presses o button, if the light in line with 
this button ond the button thor Boron Greenback 
is pressing rs on yellow then the length of the 
chain of green lights is reduced by one. fbrnfs wi II 
be scored for extinguishing fhe green lights, whjch 
depend on the length of rhe chain; the shorter rhe 
chain, fhe higher the scare. 











TO SAVE THE WORLD 


The Andronj Arouse is disabied when ait of the 
green fights hove bee* extinguished A replay of 
the whole gome (opcodes J^3) is awarded for 
successfui/y drsabfing the Android Arouse but with 
fess time than the previous. gome 

The gome ends, when the time runs out. 

Hint: The light selected by Bo^on Greenback 
an d Dongermou'se is white or yellow When j’l is 
white and DM presses the button he will miss and 
the chain will gel tonger (but not straight awayj; if 
ft is yellow the chain will become shorter 
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